Actual Cannibal Shia LaBeouf One-Shot 


Adventure written by Rachel Griel aka Tumblr user raychleadele, based on a prompt from 


Tumblr user gaydungeonmistress 


This adventure was designed for up to five players with level 5 characters (Dungeons & 


Dragons, 5th Edition). It is meant to be played in 2-3 hours. 


Part One: Introduction 

[Read aloud.] Green Lake is a small town. It’s mostly unremarkable, filled with the same things 
you’d find in most small towns: a blacksmith, a general store, a modest governor’s mansion, a 
chapel dedicated to an obscure god. Green Lake is, remarkably, nowhere near a lake, but 
instead butts up against a dense forest that looms tall in the hills to the north. It also sits along a 
commonly traveled road, making it a common place for travelers to stop for the night. In fact, 
that is exactly why you found yourselves here. 

You conveniently found Green Lake as the afternoon was growing late. The smell of 
smoked meat coming from the Tavern of the Two Stevens appealed to your hungry bellies, and 
you stopped in the tavern for dinner. 

The Tavern of the Two Stevens is cozy. The bar by the entrance of the common room is 
built of nicely carved and gleaming wood. A roaring fire burns in the fireplace along the back 
wall, and a dragonborn musician plays a fiddle on a small platform in the corner. A few locals sit 
in booths and tables around the room, enjoying the food and drinks offered by the Two Stevens 
staff. On a message board by the door are hung various parchments on which are printed 


wanted posters and hastily scrawled job offers. [End read aloud.] 


Tavern ambience music provided in resources. 


NPCs in The Tavern of the Two Stevens 


William Steven - Chubby, short, balding man. He is the owner of the tavern. He works the bar 


and rents out rooms to travellers. He puts on a gruff persona to start, but if players are polite he 


warms up quickly. He may warn players against going into the woods because of a monster that 


is known to kill for sport and eat its victims. 


Ella Steven - William’s twin sister. She is also short and chubby, with poorly curled hair. She 
prepares and serves food. She is proud of her work, and promises only the best food for her 
guests. (Players may decide for themselves whether or not her promises are accurate.) Ella 


may give the players warnings similar to her brother’s. 


Robert of Cantor - Red dragonborn bard. He plays a fiddle in the tavern for tips. If questioned 
about the monster in the woods, he tells players that the monster is well known in legends. In 
fact, there have been songs written about it! (It’s entirely possible that the legends are entirely 
local, and he is the only bard writing songs about this monster.) Play the song as listed in 


resources up to 0:56, as if Robert were the one singing. 


Roywyn Symphony - Dark skinned gnome woman whose uncle went missing in the woods last 
week. She is distressed by his absence. He’s certainly not the only person she has known to go 
missing, presumably eaten by the monster, but as he is family his loss hits especially close to 


home. 


Dain Fallack - Old dwarf man who ventured into the woods once only to find an empty bear trap 


and blood everywhere! He may tell additional stories of people going missing. 


Other information players may find out include: 

Players may see a reward poster by the door offering gold in return for the monster. 

The bar was hand carved by a local artisan, using the trees from the woods. He claims to have 
seen the monster and declares it is in fact a man, though other townsfolk doubt his claims. 


The god worshipped in the chapel is called Sachar, and is a patron of the creative arts. 


Part Two: The Woods 


[Read aloud.]The woods here are dense. Night has fallen, and the cover of the trees is enough 
to block out what starlight was visible in town. Everything is in shadow. The trail you follow is 
steep, leading up into the hills, and is scattered with stones and roots, making your travel slow. 
The moss and ferns underfoot dampen the sounds of your steps, making the noises of the 
woods feel unnaturally loud. A breeze blows through the trees, causing limbs to creak eerily 
against one another. Cicadas scream in the branches overhead. Occasionally the sounds of 
other wildlife make their way dimly through the trees: the rustle of feathers, the screech of an 


owl, the yipping howl of a coyote. The air smells wet and musty. [End read aloud.] 


The trail is difficult terrain due to stones and roots that are easy to stumble upon. Creatures with 
darkvision can only see half their usual distance due to the thickness of the foliage. Stealth 
checks that rely on being quiet have advantage. Perception checks to hear another creature 


moving in the woods have disadvantage. 


Forest ambience and cicada sounds provided in resources. Recommend playing both in 


separate tabs at the same time and turning cicada video volume down. 


After the players have been walking in the woods for some time, they encounter a pack of 
unnaturally large coyotes who attack when they notice the players. Players must make a 
perception check (DC 14) to hear or spot them first, with disadvantage due to other sounds, 
darkness, and thickness of the foliage. Start with four coyotes, and add more as needed to 
make combat difficult at DM’s discretion. Use Dire Wolf stats (MM 321) for the coyotes. 


During this combat, players may notice a humanoid figure (Shia) watching them in the woods, 
about 30 ft behind where they are fighting (DC 16 perception check to notice, with disadvantage 


as described above). If they see him, he uses Death In His Eyes ability. 


After the players have completed combat with the coyotes, the humanoid figure (Shia) uses He 
Gets Down on All Fours ability to pursue the players. They may choose to run (see Wilderness 
Chase Complications table, DMG 254) or turn and attack. If they put up a fight, the humanoid 
figure (Shia) hides (with advantage because he is familiar with the territory) and the players 
cannot fight him right away. They may notice he is covered in blood. My god, there’s blood 


everywhere! 


Part Three: The Cabin 

[Read aloud.] You seem to have lost the humanoid figure, but by now you’re hopelessly lost 
yourself. You’ve gone up and down in these hills enough times now that you’re not confident you 
could navigate back to Green Lake if you needed to. The hills are now distressingly steep, and 
you find yourself slipping in the muddy slopes. [DC 12 Athletics check to avoid falling; on a 
failed save, players fall down the steep slope and take 1d4 bludgeoning damage.] 
Through the trees you spot a light, warm and inviting. You can smell the smoke of a cooking fire. 
There is a cabin up ahead. Hope at last! Perhaps the resident of this cabin can help you locate 


the man-eating monster, or at least get your bearings. [End read aloud.] 


In the woods surrounding the trees, players encounter bear traps (Hunting Trap PHB 152). 
There are ten of these traps scattered throughout the underbrush and chained to trees. Players 
must succeed on a DC 16 Perception check with disadvantage to spot them before walking into 


one. 


If players choose to investigate around the cabin before entering, they may find a wooden 
compost bin on the side of the house. It is locked and may be broken into with a successful DC 
12 Strength check. Inside they find dozens of bones and it stinks of blood and rot. Players must 
make a DC 12 Constitution saving throw or be Poisoned for 10 minutes due to the wretched 
smell. A successful DC 10 Nature check indicates that these bones came from humanoid 
bodies. Players who roll especially high (18+) may be able to identify the exact race a given 


bone came from (DM's choice: human, elf, dwarf, orc, etc). 


Shia LaBeouf is seated inside the cabin in a wooden chair in front of his fireplace. He is 
sharpening an axe. In the fireplace is a pot of simmering broth and a spit ready for meat. Both 
himself and the cabin are littered with bloodstains, and the bones of humanoid creatures are 
scattered around him, gnawed clean. Players may see this scene either through a window or 


through the front door should they choose to open it. 


If players enter Shia’s house he will attack them inside. If they draw his attention before 
entering, he will engage them outside the house. Players may choose to kill Shia or take him in 
alive for their reward, but if they choose to kill him, his head must be removed from the body to 


avoid his Shia Surprise! ability. 


Part Four: Conclusion 
After defeating Shia LaBeouf, the players return to Green Lake to collect their reward from the 
governor. The governor may be skeptical at first, but is quickly swayed by the players’ tales of 


what they saw and did and he happily pays them the reward. 


If the players return to the Tavern of the Two Stevens for the evening, townspeople there 
naturally want to hear tales of what they have done this night. Robert of Cantor is especially 
interested, and after hearing their story he adds new verses to his song. Conclude the 
adventure by playing Robert of Cantor’s updated song - Actual Cannibal Shia LaBeouf - in its 


entirety. 


Resources Used 
Map for Tavern of the Two Stevens (first floor map of The Manticore’s Tale) 


http://forum.profantasy.com/comments.php?DiscussionID=5176&page=1 


Two Stevens Menu (as created by Rachel Griel) 


https://Awww.canva.com/design/DADa36QzgQE/mLXDyk48RMFml1ZfjfVNZ9q/view?utm_ content 
=DADa36QzgQE&utm _campaign=designshare&utm medium=link&utm_source=sharebutton 


Reward Poster (as created by Rachel Griel) 


https://Awww.canva.com/design/DADa40eQxXik/EW_bAkeiUmAWIr BycSkNw/view?utm_ content 
=DADa40eQXik&utm_campaign=designshare&utm_medium=link&utm_source=sharebutton 


Tavern ambience https://www.youtube.com/watch?v=atpOMulQc_M 


Actual Cannibal Shia LaBeouf song by Rob Cantor 
https://www.youtube.com/watch?v=o0u4M6vppCl 


Map for wilderness encounter (Highland Pass map from 2 Minute Tabletop) 


httos://2minutetabletop.com/gallery/highland-pass/ 


Forest ambience https://www.youtube.com/watch?v=QQg0br-eZUgq 


Cicada sounds https://www. youtube.com/watch?v=ooiSfD2a6pl&t=86s 


Shia LaBeouf stats (as created by Reddit user TheRainyDaze) https://imgur.com/RSWZrUg 


Map for Shia’s house (Mike Schley’s farmhouse ground floor map) 


https://dnd.wizards.com/articles/features/schley-stack 


All other resources can be found in the three core D&D rulebooks, as indicated within the 
adventure text. NPC names were rolled on random name tables in Xanathar’s Guide to 


Everything, with the exception of Robert of Cantor. 


